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SAFETY TIPS 


Before beginning Uncharted Waters, please refid following: 

1) Always turn the power oil before inserting or removing ihc GAME PAK 

from your NTS. 

2 ) Do not stoic game in extreme temperatures. Never hit or drop it. 

3) Avoid touching the terminal connectors. 

4 } Never attempt to take yom 

5) Use of cl carting ag e n t * can damage the GAME PAK 


WARNING: 

DO NOT USE WITH FRONT OR REAR PROJECTION TV 


a front or rear projection television 
Entertainment System® ( >,S NE5”} ami NES games. Your projection tele¬ 
vision screen may be permanently damaged if video games with stationary 
scenes or patterns are played on your projection television. Similar damage 

if you place a video game on hold or pause. If you use your 


with your Nintendo 


Do not use 


may occur 

projection television with NLE games, Nintendo will not be liable for any 
damage. Tliij situation is not caused by a defect in the NTS or NFS games; 
olber lived or repetitive images may cause similar damage to a projection 
teiev i l ; ion. Please coni act y cm r T V in an u factu rer for I "urt her i nfor m ati o n. 










ADVISORY 

READ BEFORE USING YOUR NES/SUPER NES 


A very small portion of the population may experience epileptic seizures 
when viewing certain kinds of flashing tights or patterns that are commonly 
present in our daily environment. These persons may experience seizures 
while watching some kinds of television pictures or playing germ in video 
games. 

have an undetected epileptic condition. We suggest that you consult your 
physician if you have an epileptic condition or if you experience any of the 
following symptoms while playing video games: altered vision, muscle 
twitching, other involuntary movements, loss of awareness of your sur¬ 
roundings, mental confusion and/or cphvulsions- 


who have not had any previous seizures may nonetheless 


Introduction 


Uncharted Waters revives a rime of romance and adventure: the Age of 

yearn after the immortal voyage of Columbus, you 
young P'oniuguesc captain. Your goal is to attain glory and 
restore honor to your once noble family mime. 


Exploration. In 1502 
assume the 


role of a 


This will be no easy tusk. 


There are distant shores to seek, pirates to battle. 

iceless treasures to plunder, and a beautiful princess to rescue! 

You can realize I he dreams of a 16 ili century explorer in your own way. Play 

of a merchant and barter for precious treasures. Or. play the pan -til" a 
ruthless pirate and make others pay the price of your fame. You decide your own 
fate when you embark upon the high seas. Anchors aweLglv! 


the part 


Yoidii Erikawa 
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: 11 


& The Entire Koci Staff 


INTRODUCTION 


I 









TABLE OF CONTENTS 


I . QUICK START 

Starting Your Adventure - The Controller - Options Menu 

II. THE STORY BEHIND THE QUEST 

Main Characters - Your Quest 

[II. CALLING AT TORTS 

Port Display - Port Services - Hints at the Start 
Trade Routes and Markets 
]V. NAVIGATING THE $EAS — 

Sea Display - Seafaring Information - Beware of ESough Seas? 

V. FORTUNE AND FAME 

Gain Fame - Accept Tasks and Rise in Rank 
Hints to Strengthen Your Fleet - Sails and Ships 

VI. WAR ONI THE HIGH SEAS 

War Display - War Commands - 16-th Century Guns 

VII. DATA AND COMMANDS ■ 

VIS. THE AGE OF EXPLORATION 


P3 


. . - - . J fl .. . 


■ ■ ■ ■ ■ ■ -B I ■ riMllliilll I 


P6 


1 1 B 


i t 5 i rrmiiBiBii 


P9 


i i i - fi . .. a j a . . . a. a. . - 


. . « . 


. 




PJ2 


........ 


- — 1 1 15 


....... 


1 


—-P22 


I I I I I I I 


- - - - P27 

- ■ n9 


I I I 


. 


. - . . . . . . - 


I II I I I I I I I 


I I 


filial 


The History Behind Your Quest 
Trading Goods from Distant Lands 


WARRANTY 




■| Am.fi: rn CONI KH I * 


I , QUICK START 


■ STARTING YOUR ADVENTURE 

1) Insert the game pak. 

2) Turn ON ?be game system. 

3} The story of Uncharted Waters w ill 
begin. Push start to skip past the 
story to the initial menu. 

4) Select a New Adventure or Saved 

button and press 


many limes as you like. 


Now, name yOUr llagship, If you can¬ 
not think Of a name, gi; to END an-d 
you wall sail the lie rents . 


Once yon OK all 
your hero wilt begin.. You can hurry 
through this part by bolding down 
any control button. Finally you will 
arrive at the port of Lisbon, February 
2L 1502, Your adventure is about to 
begin! 


settings, the story of 


Game with the 


A. 


If you arc starting a new adventure, 
enter the name of the hero you will 
play. Go to END and press A to set, If 
you do not name your character he 
will be Leon Franco, 


Ne*E, set your herb's abilities. A List Of 
characteristics and Bonus points will 
appear. You can try for more points as 


t, qlu.cs sr ak 1 r 
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Lh 


How mu 


eh sugar will \ e purchase. 


J >v 


Ivon. a 


yo un g sailor prepared to face 


can buy as much 


as 




. Your fir si vessel 


a I .Hiiri. 


Ll^ von 


■ 


- 


is rigged and ready U> 


Sail Climb 


to buy the mast- 


tan : 


I 


■ 


■ 


vnarri and begin your journey i 


mum amount, or *- a second lime for 




she minimum, 


the seven seas. Your adventure un¬ 


is' you have 


a certain. 


ainoum in mi rid. 


move to a column 


incs, tens, hundreds. etc 


} Lind press 


THE CONTROLLER 

dk through the streets of Lisbon. 

button controls your sailor. 




0 - 9 . Press A to sl:i your pure has 




3 








id 




The 

Explore any shop or service in the 
port. L<sc button A to talk with the 




ider through dm port you 


as you wa 

caii take care ot your older business 
jii sl as you would with ilie mt:rclisuit, 












pro p r i ci U rs 




i 




For instance, you might 


See Poyf Services far 


want to go to 


urkeiplace an h j buy some sugar 


information about oi/ier places. 


t m 


■ 


The merchant w iil name his 


price. He 


i. 


or 


i 


press B or 


+* to 


to 






a n s vs e r 




J 


i . Ql'ICK START 


OPTIONS MENU 


ready to try out your 


can be 


At port, the options 


sea 1 e u..h, go do w n to th c port a n d meet 


me n u 


a k e sure your licet bus 


-I’lL-O 


yoLti crew, 
enough food and water stocked for the 


■ 


1 


press Select from the sailing menu. 


Three commands are available: 


ahead. Your First Mate will 


a 


V 


.1 "l 


J 


Let you know how long you can sail, 
Shove otT from port, and with the 
controller in hard, you arc at the helm 


quit the game in 


S A V E: 


to save or 


r-ifl 


are dis- 


w 


n I 


Navigate 


Lnip through Ihe seas 


on-scrcen 


I 


button 


lo 


wi 


■ 


music ON or OFF. 


clockwise. 


(u Inru Cu ri liter 


■ 


Wise. When your sllMs 


are set in 


a tM 


save ihe 


game or not, 
you can quit from the command 
SAVE If you choose to continue play 
you must es.it the options menu before 


are 


■ 


bound to discover hidden ports! Your 

port, for you 


B. 


licet must be adjacent to a 


to g 11 ashore. You do not need to drop 


anchor before dtsem' 


i n g ■ 


t. i.>i. ick start 
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MAS H CHARACTERS 
THE HERO 


The hero of Uncharted Waters. At !b, 
he sets sail across, the mighty deep in 
search of fortune and fame. 


I'll return with a 

name. 


PROCESS CHRISTIANA 


The daughter of the King of Portugal. 
At 14, she secretly follows our hero's 
adventures and hopes for his success. 


< 


wish him well... 


FIRST MATE 


Ele sailed with the hero’s father and 
has great faith in their new expedition. 


Pul a deck under 


my feel Si wind in 


my sails!! 
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IL- THE STORY BEHIND THE QL'EST 




4 


er mysterious ports. 


Your ancestors once enjoyed the lux¬ 
uries of nobility until disaster reduced 
them to poverty and obscurity. To win 
Uncharted Waters you must gain for¬ 
tune and fame through bold adven¬ 
ture^ and restore your family n^me to 

honor. 


• Rise in Rank 

As your reputation grows the King of 
Portugal may gel word of your 


requests, he will honor you with a new- 
rank. Keep your eye on the Duke's 

thief 


Ear ei Cold 

Start off trading with nearby ports. 

Discover where to buy and sell goods 
to make the best profit 


Prepare far the Worst? 

Treat your crew fairly and they wilt 
sail you safely through many adven¬ 
tures. But, as their captain you must be 

never be 

restored to glory if you go down with 
your fleetf Stock your ships well; your 
crew needs energy to maneuver you 
through turbulent seas. If you're a true 
sail, you should complete your jour¬ 
ney before 1522. 


Gain tame 


protected. Your family will 


To gain fame 


on the high seas you 


must... 

1. Invest in distant ports and gain 
allies for Portugal. 

2. Tight Spanish and Turkish fleets. 

3. Rescue people in distress. 


[E. I HE STORY BEHIND 1 HE OUEST 
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AT PORTS 


■ 


5. Lodge- 


information 
port or your fleet white 


o v e i ■ 




IP 




1 J 


I 


I 


. 


7 . Shipi 


■ 


1 larbyr- Stock tap your licet trans¬ 


fer 


Jr scl sail 


ii*. 


9 . The Here 


LL sstil ft IT- vi 


yo 


port sen 


n 


QJ 


PORT SERVICES 


vices:; You are welcome to 


a ny 


VI 


l via Id- Barter for information or 




day, except for Ye 01 de Irm, ilie ship- 


any nation. 


IVY Old* Fmn Recruit sailors, lister 


yard and I he palace. You will need to 
rest at 


i o 


a cm 


m 


these three spots. 


A 


Out [III; Princess. 


for a run-down of each command. 









Any good sailor knows how to scrape 




a lew coins 


and you 


Wl 


■■ 


geld to fund your navels. Si a r i 


o IT making a profit by I riding. Here is 


a basic plan for your journey: 


Wunder about port 


4 - 


market prices & crude 


1 


iossip at Yc G1 dc fnn 


C 


l 


■ 


with food iirul water 


I 


Set sail 


1 


Discover Potts 


If. CAL1JXG AT IM.Il-:i>> 


" 


















HINTS AT THE START 

You need sold. Sell tin 

qu-Eii'E^ and pepper slock¬ 
ed on hoard. 

2 , Buy us much sugar as you can.. it's a 
specialty of Lisbon. You can sell it 
at a higher rate in another port. 


Harbor 

5. Weigh anchor and un¬ 
furl the sails! You’re oflH 
Make sure the ship is well-stocked 
For the voyage ahead.- Make use of 
information you heard at the inn, or 
head south along the coast and 
search for unknown ports. Find a 
way into the Mediterranean Sea! 


1 


h 


11111 I T 111 Ye Okie Inti 

3. Go to Ye Qlde hm to 

hear the latest news. 
Gossip and have a meal. Mates at 
the inn may divulge useful informal 
tion. Tip ihe waitress and she may 
give you u tip in return. Some ports 
are more expensive than others. 

4. Save before sailing. You want to 

save your adventure in case any 

misfortune should befall your Beet 
at sea. 


ic 


IQ. CALLING AT PORTS 



The market also keeps track of your 
deals. If you overuse a trade rouie, 

prices, will start to rise and fall to 

lessen your 

profit. 


TRADE ROUTES AND MARKETS 

The seafaririy life can he glorious with 

ihu right vessel] and a hearty crew, Blit 

in order to build up your licet you 
need gold. 


chances of making 


a 


Trade Specialty Goods 

The quickest way to turn a pro lit is 10 
trade specialty goods. Sailors brag 
about their adventures at Ye Oldc Inn. 
If you lend an car to their gossip, they 
may divulge trading secrets to you. 
Learn which ports specialise in what 

goods, and seek them out. 


Discover [New Trade Routes 
You cannot make a profit by seel tid¬ 
ing your fleer to one trade route. As 
you venture into uncharted waters 
new trade routes will open up to you. 
Llut, you must find the way to hidden 
ports first. Listen at Ye Olde Inn for 
hints. 


Watch the Market 

Other goods can be traded for a lesser 
profil than specialty goods. Watch the 
market and determine where to buy 
a rid sell goods, such us grain oi wool. 


iv. -navigating the seas 
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THE SEAS 


SEAFARING INFORMATION 

To access the 
menu push button A. 


command 


+■ 


sailing 










With li sextant you can check your 
sailing position. Use Look-Survey 

latitude (north- 
soul h) and longitude (east-west). 


■S*- 


■ 


calculate your 


to 


* Each sailing map covers a S area. 


]!' you chock with 




I. Sailing Map 
. Sailing Menu 

a. Wind Direction Sc Velocity (1-Si) 
Currcnl (1-3} 

5. Days a I Sea 


position v. ill be the same anywhere 


7> 


oa a single map. When you sail into 




waters on another map, your posi- 


■ 




on changes .5 


r .o 


or 




south, east or west. 


Water 


7. F r ood 




Ll 


IV. NAVTCAmIVG liar, s v : 4 s 



Check current and wind direction 

she smoothest route. 

up speed i f you 

wind at vriur back. 


BEWARE OF ROUGH SEAS! 


-■ 


to navigate 


Vour Reel wilt pith 


■ 


caught sit a ty 


It 


oLin, y l.i ur 


i r 


sp may 

lose its rudder. The fleet.win drift with 


Sailing into the 


wind wi11 strain tlie 


the tide until, icpair.s are made 


sails and slow you down. 


Overpowering ( 


s 


You can catch a crosswmd and saiI 


A v 


strong ocean currents., Your 


+■ 


straight to your destination, bu\ she 
wind^ change throughout the year. 
Catching an ocean current will also 
send your licet smoothly a tong. 


fleet could be trapped otY 


.csOl.ate 


a 


shore wirh no 


Fm 


steady at the helm when you : 


IT 


IU 


Currents do not change. 


Damaged Fleet! 

! f yp let Heel is da maged by heavy se^s 
or war, debark al (be nearest port and 
make repairs ut the shipyard. Other- 
wise, gci ashore somewhere and make 

wm 

repairs 

While ashore, your crew 
as much es they do ai sea. Slock up on 


The Heel will be easier to handle as 
the Captain gains more 
experience. 


j r i 


sari mg 


Push Sckcl to access the options 


your lumber supplies. 




will not eat 


i.: 


LV_ KAVICATJ^G I nt.SJ-:.^ 


u 















you set sail again 


lumber before 


a 


m\ sprmg 


easier ii in to Fmd filter. 


you have 

hood can only he bought at port 




up on m 0 re food than water if 


Food and water is carried to supply 


to search for a spring 


m id- 


you plan 
jo u rncy. 


entire fleet, if one ship should 




n out of provisions i 


it will be sLtp■ 


nj 


plied from other ships. 


There are other mysteries of the deep 
a yet to he discovered... 


> 


search 


If water runs low, go ashore in 


a re. 


1 I 


IV. NAVIGATING THE fvE-i.-vS 


U 




V. FORTUNE AND FAME 


: 


I 


faine by defeating Spanish and Tur- 


GAIM FAME 


rest ore your family 


to 


you grow 


■ 




name to m obi lily. However, 


Id is t!hc 


at 


grow weak 


your enemies wi 


■ 


Hie people of Portugal will 


force behind all you do. 


■ 


■» 


praise you for defeating their compel 


. The waitress at any Ye Okie Jnn 


Invest 


LOj H 


L 


has 


i on 


■ 


your 


, invest ai 


jn 


I 


■l 




■ 


and i rid US- 

w i r 3 


will ini pi 


prefer the FUihless life of 


I f you 


a 


+ 




will need great warshi 


I 


support for youi 


■ homeland- Pons with 


i ps 


&y% become allies of 


Build up your fleet, with cannons 

snetd crewmen. 


Pen tu 

help you gain fame 


■ 


' 


Fight Hostile F.foetS 


Portugal, 


Lei 






power. Gain 


Empire) struggled I'd 


r 


. . FORTUNE AM) FAME 
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Rescue People hi Distress 

Many people will rely 00 your exper¬ 
tise to rescue people or secure goods- 
You will gain fame if" you succeed in 
fulfil ling their requests,, However, 
think before you agree to help a s min¬ 
cer in a foreign port... is ilie Jask too 
difficult for your fleet? If 
could lose id I that you've worked for 
in trying to help them. If you agree, 
am] then Change your mind before 

completing ti task* your reputation 
will sorter. 


ACCEPT TASKS AND RFSE IN RANK 

<Climb through lhe ranks! > 

Prtfit 


l 


Squire 


1 


K niahi 


r 1 


1 


Bam net 


l 


baron 


1 


VLscbhnt 


I 


■ Once you take on ft task* stop by Ye 
Okie Inn to try and catch some 

helpful hints. 


Count 


1 


M arq ti i s 


l 


Duke 


t 


V. FORTUNE AND FAME 


There are 9 noble ranks 10 achieve. 


At (he start Of your adventure you 

are the captain of a Latin. A Latin is 
a sturdy vessel, bul it will grow too 
small for your ambitions. Build up a 

sizable fleet to carry your goods.-and 

gu ns! 


Step by si up you will rise 10 fame and 


glory if you from the King Of Por- 


wineii word of your adventures gets 
back to the King, you will he called 
home to take on special tasks. This is 
your chance to earn noble ranking? 
Through your efforts, your fami ly may 
live in splendor again.., 


Find Mates to Navigate 

You cannot purchase a new ship if 
you have no mate to assign as naviga¬ 
tor, F-'ind mates at Ye Oldc Inn and try 
to recruit them. Marco is a young 
sailor and anxious to sail with anyone, 
bid a more seasoned tar like Christo¬ 
pher will only join u valiant captain. 
Up to 10 mates can sail with your 
fleet. 


If the King is looking for you. return 
to Lisbon and rush to the palace. His 


Majesty will have a task for you to 


fulfill- If you refuse to help, your fume 
will wane throughout the kingdom. 


Buy Used 

Early on in your ad venture used ships 
will suit your needs. 


■ HINTS TO STRENGTHEN YOUR 
FLEET 


1 aggie for the 


V. FORTUNE A.Nn F.WIE 
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more cargo space lor trading, build a 
merchant $h]g*. To battle pirate* and 
other cnemiesp build a warship. 


vessel you want at the shipyard, One 
of your mates will offer to navigate, 
When you buy a used vessel you take 
on the problems it caused its former 
captain. Put sortie more gold 
repairs to ready it for adventure* in 
new waters. 


Merchant Ship 


Choose a body with a deep hull to 
carry more goods. and food for the 
fleet- Allow more room for cargo than 
for weapons and crew. 


■ Remodeling Ship.* 

■ There arc a number of ways to adorn 
your ships, Load guns if you have 
ambitions to go to war. Orange sails if 
your sailing style changes. Or, protect 

ships from storms with figureheads. 


Warship 

f Tioose a body with a shallow hull for 
swift battle maneuvers. Load as many 
weapons as possible and a hardy crew 


Building a iSew Vessel 

Train your mates on small-bodied 
ships untiS they have enough experi¬ 
ence to handle larger ships. Then, 
when you have enough gold, build a 
vessel to suit your needs. IF you need 


Update Your Fleet 

Updating your licet can be a tricky 
business. Follow these suggestions 
when you want to scrap an old ship 
and buy a not her: 


E£ 


V. IGHTUME AND FAME 


1. Go to Ye Okie Inn. Through Crew- 
Assign, reduce the crew on the ship 
you will scrap. The sailors can be 
Split up among other crews. 

2. Cio to the shipyard. Sell the empty 
sh i p., 

3. Purchase a new ship for the fleet. 

4. Be sure to bunk men to handle the 
ship before you set sail again! 


Sails 

mi Q 

3-Point Sails 

Triangular sails; effective eveat againsr 

strong headwinds. 1'rue skippers call 
them lateen*/ 


4-P&iDf Sails 

Square sails: propel ship faster then 
Sateens, 


You cannot sell the flagship in 
which the Captain bunks. Change 
your flagship while at sea through 

Order-Personnel 


With 3-point sails* a warship will 
bundle better in war. 3-points are big 
enough for merchant ship* travelling 
in the Mediterranean region, however 

4-points arc much more powerful for 
venturing across the ocean. 


■ SAILS AMD SHIPS 

Whether you seek gold and honor, or 
adventure and fame, outfit your lice? 
io suit your needs. 


Ship* 

Caravel 

A smaller craft with broad bows* and 
usually 3 masts, rigged with lateen and 


v. l-Oltn nl- a: s j* FAME 









square sails 


Small ships such as she Latin ; 
Red on da do not fare 
ocean, They are suitable lor travelling 
the coastal sea Lanes. 


well on she 


Tilt Caravel was She main means of 
travel and exploration In (he 14th 
century. By the l4O0 L s there were 2 
variations on this model, the Latin 

and Rcdonda, 


Bergantiu 
A small craft with 

hull sailed 


LI 


Latin 

A small cral'E, easy 

j o maneuver 

through the in- 


The liergarvim appears smaller than a 

much more 


in fact has 


Caravel, but i 


with lateens. 


A mid-si/.ed mer- 


Rodonda 

A small craft built 


c 


o 


for speed, usually 
rigged with square 


used to carry the 


fleets cargo. 


sails. 
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Ocean - bound explorers prefer the Mao 
(o the Carraek. It is smaller and easier 
to handle. 


Marla, when he ventured 
Americas. 


Galleon 

A large-scale W 

! kid which 

! great ska 11 to 

maneuvei£ It can 

be outfitted with 

artillery 

peacefully for 


C a rr ack 

I A large-bodied 
I ship made to carry 
I heavy 

.sacs, steadily 

r 0 u g b 


I m 


m 


reqUtrtis 


Id I ■ 


U 


through 


The hi yh fore and aftercast Its of a 


ere typical of war vessels of 


The Galleon Is the ultimate warship. 
It towers above other vessels on the 
seas, and can store more guns than 
any other ship One famous Galleon 
was the Mayflower, which the Pur¬ 
itans sailed to North America. 


(' i'u ra k v. 


the 15th century. 


Swung mg the ship 


, sailors 


would 


alongside the 


enem \. 

storm across Lite castles for hand-to- 
hand combat as sea. Christopher 
Columbus sailed a Carrack, the Santa 


v. fok i umf, ami fa,mi- 


2? 
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Lps of each 


fieri arc 


WAR DISPLAY 


marked with 4-point sa;l&. All other 


ships have 3 point sails. 


Prime Ver Guns! 


Keep a lookout ready ic> y po i 


iti entic¬ 


ing fleets in hostile 


. 


s may storm your fleet by surprise, 


I 


■ I 


■hi . C So i nlo 


n 


wa r 


or you tan sm 
with warships 


: w 


well-armed and lian- 


I. W ar 1 


■ 


In war, you are given a close-up view 

Tli ere are rocky 

ship to 

Lanier and smalt islands dotting coastal 

Any ship 


2. Enemy fleet (tied) 


■ 


i (Green) 


3. Your f 


ngerous for any 


4. Wind Direction and Velocity 


too da 


■ 


5. Remaining turns 

6. War Command Menu 


ill rough deep surf, hut deep-hulled 


vessels cannot enter the shallow^ 


■ 


vi. wak on rut; 13 k;u hk*$ 
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Some eomrounds require further expla- 


■ 


Y o u 


o n I > 


tun 


1 


■ 


i ■■: 






arid must 


*i I- 


■ 






With cursor on a ship. 


■ finish all vxars, hi. 


and a 




- B 


o 


command hi a\i 1iahted sn menu 




push A. Point the arrow (with 


showing the nun a i nine. ume 


re 


■ 


■ 


the 


Sunset- Tiie Time display records how 


want to move to, and 


many maneuvers you can 


. 


push A. Depending on the direct ion of 


the wind and saving obstacles, you 




WAR COMMANDS 


tan move until your mobility points 

■ d I ■ ■ 


expended. Sailing next to a ship. 


MOVE Position ships to attach 


are 


_ 


Ml 






you can storm l 
wish the enemy 




PTC 


% 


ST 0 P 

VI"W 


Main tel n position 






I 


any i 




rinii 


Fire al distant ships 


RUSH Storm ono an enemy ship 






■ 


i. WAK ON iu¥. l-tlfill StvASi 


U 









































Idl ing Ran g e 


iih 


ltyn rd 


keii me hearties!" 

is se ylu ol' fighting dominac- 




I 


toF every ship 


You will 


win tlie battle 1 1' you... 


l 




RAMGE POWER 




I he top number 


aboard the 


are 


crew 








I 


% 


the bottom 
number represents crewmen. Crewmen 
are shown in red if there are less than 

100 sailors on hoard. If the re are more 


Sailors would 


hoard other 


. 


! 


s 


Li 


lisnip. 

the enesm flagship to relreat. 


- 




. 


ship* by 


t 




Id 




' 


I ■ 


■ 




ies. This command 


;i 


■ 




ar 


■ 




■ 


than 100 sailors, a number 1 /10 the 


■ ■ 


include gold* food, water and 


beside an 


n 


total crew h displayed. 


I 


■ 










Bombard distant ships and hin- 


Retreat your licet from a peril 

n aviga- 

you 
* may 


otis battle. Cow 


« 


only displayed w hers a 


tors may be caught as 


S 


% 




ship loaded with guns is ■.*, iiliisi 


escape* or disloyal 


ITT 


LI 


;crt your 


B 


can he Eirtxl upon are high lighted. 


1A 


If 


























































16 th CENTURY GUNS 


Whether you plan to resion; your 

mer¬ 
chant or a rulhfcss pirate, your llset 

rct 31 .e ire* protection, Guns of the 16th 

ceniury are in accurate and hard to 

handle, They fire round halls; of Iron, 

Or even mo ne, in a blast of gun powder 
arid n.amus- Depending on 1 lie quality 
of the powder, the skill of your crew¬ 
men aotJ a dip in the waves, larger 
guns can break enemy ships into spline 
tens. Yet firing power and range differs 
for each type of gun. A sakcr is accu¬ 
rate from roughly ]100 paces, a can¬ 
non from 2000 , and a culver in from 


name as u truss wort 


i 




about 2500 paces. A weathered cap¬ 
tain can guess when his enemy is in 

Steady its ye fsret 


ran ge 
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VL DATA AND COMMANDS 


These brief explanations of data Lind Commands (except war commands) will 
help you at tlie outset of she game. 


DATA 

View-Mates 


t|t for hero-only data: 0 for maies-ODly data 


Max. Value Informatron 

Your Status 


Category 

Yourself 


Other _ . _ ~ J ■• 

The hem s the Captain; 
mates are navigators or Crew¬ 
men 


A o a 


Your birthday is In January 
Fulfill toyai requests for 

higher ranks 


Rank 


9 ranks to aec.uire 


Fame *|* &D,C iQC 

Gold 4* 60.000 


Reputation in F-’onugal The King looks for heroes 


Total gold__ 

Trust, m Captain 


Deposit surplus at palace 


Loyalty Q 


10 0 


Reward your males 


Improves altar a war 


Baltic Lxp 


Battle experience 


Increases with experience 


Battle Level 


Strength in battle 
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iiax Value Jti Iq rlitiatiOn 


Category 


Other 


■ 


ir:g experience 


Exp 


mproves while sailing and 


. 


— 


4 m* 


Sa; :ng Level 


■ 


■ 


eree 


b 


100 


' Set these values for your hero 
at the outset of a new game. 

and Strength are 


0 


Strength 


Detornination 


W isdom 


ICO 


oF mission 


battle qualities: 




Courage 


■ ICO 


Bold spirit 


"■ i 




InteHJgenes and Wisdom are 


■ 


■ 


■ 


100 


iJecisiion making 


Sailing qualities. 


a 




2K 


View Flee* 


b 1 


CateQor 


















■■ 




























■ ■ 




■ 


Strength of siiio 




t q gauge f otetion 


Depends on Ihc 


tyjie of wood used in the hull. 




■HU 


■ 


Rowe ■' 


Depen ds oh Number a nd type of sails 
Strength againsi head winds Depend; on number g;nd 

Amount loadad on board Larger ships can oaf ly larger cargoas 

can PunK more sailors 


Sa l rig spaed 


■ mi 


. 


* 


Handling 

BOMBA-—Bte KflklfcdHl 

Cargo Load 

" ' " - 1 -IrMJWKJ^ ■ J 

Crewmen 


pe oi sails 


■ 


f 


* 




A 






W9 


\ or Li o arc: 


r 








mm 




Hu Tift sr gntj lypa ol $nr? on ftoaro 


A f, liio can only ca--v one type of gun 


W r iB 


1 


lafii ■■■ ■ 


II—LJ 








1 




Water 


Fu Q" 


Lumber 


it 






Barrels of v/ster. food or 
bales, of lumber on board 


Replenish supplies at 


between ships 1o make room for o 1 he,- 

g o 0 ds 




■■ 


Condiiiqn of crew 


Depends on food an; water mtiors 


+ 


l) food or water runs out while sailing: 


3) yon reduce sailors rations: 

4) you recruit new man:*. 


2> you flee from a 


■ 
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View-Port 


: : I'll ! 


r* i 




O t h e r 


■ 


Max Value 


Cfltog ory 
Economic Worm' 1 CO0 






$i. j c.c q s& at market 


1 


■ 


Economic 

Investment 






aurers 


— 


> 


■ 


> 


industrial worth 


. 


■ 






j 






PISfl 


Income from 

adventurers 

nations 


industrial 

investment 


60 .COO 


IB 






100 % 


Depends on investments 


M 


Average 100% 


' 50% 


Prices 


j «■■■ 




B 
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.X) 


Nation Information 


This information 


is only 






Max Value 


« 






9 


nation gains 


Economic power 


Increases as 

allies, arc with investment 


BO. 








■ ■ 


Animosity for I loro Affected when hero 


! loslility 


100 


■ 




Spanish or Turkish fleets 


« 


decreases over time 


101: 


chances to 30m 

visit certain 


f ri on dsh io 


allies arid freely 


r 


ion 


C!- 


om entering 


The Hero may be 


ports. 


■ 


■■ 
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PORT COMMANDS 


I lie Guild diui Ye Olde hni 


Guild 


Purchase 


Ruy ita- nr:& 


Sell 


Sg;! lens 


mrn 


Nation Informal ion 


Pay for news 


Olde Inn 


Crew 


Recruit 


Recruit crewmen 


Assi g n 


eassjgn Crewmen 


I L 


Hire rates to navi gale 


Find Mates 

Quit Matos 


Fire lazy mates 


Have drme- and listen f.bi 

seafarer news 


r ip the waitress and isten 

tor news 


Tip 


Flay Poker or back jack 


c 


li 


s 
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Guild Items 


■ 

Use 


Items 


Spy on distant fleets arid spot ports 


Sextant 


Measure latitude and longitude to calculate position 


Speculu m 

Amulets 


Mao out your position 


g 


Protect from disaster on thc high seas 


Sword s 


Gain strength in battle 


Fire cannons with accuracy 


Gemmed treasures to present to the Princess 


Treasure 


¥e Olde Inn Gambling 


Poker 


You're up against rogues who play by their own rules, so watch 
your hand! Drop cards and place your wager. You can sit in as 
many rounds as you like, unless your opponents decide you've 
won enough from them, 


Slack Jack 


This dealer won’t let you lake advaniago of him! Place your bet 

hand up to 21. 
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Msrikeipiaee 


Buy ooods 


B u y 


an 


■ 


M 


Check ra-es 


for specific markets 


I 


■ 


I rives; to boosl economic worth 


invest 


■ 


Mem King/Surftan 


Meet ruler to view his influence 


■ 


in other lanes 


1 


Court the Princess 


Secret Call 


Request gold 


Rocuost 


* 


Crew 




■ 




Do post1 Lp to 10.000.000 gold in 


Savi r- gs 


the ruler’s care 


M ales 


Review your status o: mates 


View 


Lodge 


Status ol fleet 


Feet 


fi 


■ 


Port 


. 


KJ 


ihe ni 


i no 


■ 
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vii. f>. viii ims ro 


I 


n 


Location 


Goods 


Market 


Southeast Asia. The Americas 


Spi ce 


. Cinnamon. Nutmeg. 




Pimento, Cloves 


Europe, The Americas 


Choose, Grain 


Gold, Silver 


Asia 


Wetats 




■ 




Quarts, Coral, Ivory, Pearl 


£asi ( The Americas 


Gems 


- 


& 




Europe & distributed througho at 


■ 


ClOUl, SiiK 


i| 




Other 


Firearms Wood Pored sim 


Europe & distributed throughout 


* 


work: 


a 


The Palace 




. 


il for you to 


11 not be allowed on 


Kin* 


invest in his empire. This i 


possible in 


ri.rO ml d S 


LS 


the 


assigns you a. task. E-'ullili die [ask and 


Turkey. Meet w 


ilh the Kiii^f or Sultan 


you may come a 

The Princess is always inter 


to learn the si at us of each nation. 


m 
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I'be Shipyard anti Iferbur 


S-bi:pyar<J Buy 


Buy Used Ship Buy a Ship that Mss seen rouge seas 


n 




Buie New Strip Design a i"ie■*■ ship 


n 


Sail a ship Take all sailors of: and bunk 




* l 


on other ships before 


sale (Ye Glde nn- 


C r a w j 


■ 


fix 

Remodel Gurs 


M a ■■= a repays i o fleet 




■u 






shipyard master wi: 


P 




buy old puns for 1/2 price 
Chance sails 










Saks 


HU 


£ 


■ 






au rehead 


Adorn bow of ship to\ good iuck 














f 


V 


n 








Rename Ship 






Rename lor a smari lee 
















■ 


. 




Sei ! 




Shove off for a new adventure. Be sure 10 
















■* 














stock up f or ihe voyage ahead 

Restock water,- food and lumber 












































. 


- 












■ 
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D o n i -~i.:i n d 

Move 


TT 


B 


4 


d Use 


■j 






■ 


















Tack to change di reel ion 


. 


i 


Cast Anchor 


Furl the sails and drop anchor. Use the same 

command to set sail soais 


rauav 




up a lookout with a telescope io spy on a 

Or port 

Use s extant to calculate your po sition 

news with a niearby flee! 








■—I 


. 


. 




■r^ 


Surve 


J 








- 


■ 


ram 


u 


a 


saihe 


th_e_ | ignt ol day 




: a 


- 


iUJ 


Dsba.-k 


Pori Cell 


I \mo harbor 


■ 


■ 


Go Ashore 
Fleet 


Drop anchor and row to land 


UAAUU 


nformation 


View status of deal 


—I 


ft 


Review good s on 






«: 


k 


mam 


■ 


* 


You need one special lorn to view a map of ihe 
ho reline 


a 


■ 


i 




V a tes 


cur mates or voi.ree 1 




Check items in you r keep 




0 r d e r 


Ral i on 


for crew 


u 


I 


1111 


Distribute 


Reward a mate with 


1 




ign navigators or flapshrp 


■ 


uuu 


. 


first reassign Captain to another vessel 


y 












































































COMMANDS ON SHORE 


5e5 saii in-a Hits mighty dscp 


Sail 




repairs 10 I!e?ei 


Use the lumper' O'! board to make 


F :x 




ft 


— 


m 






A tO 


Walt out a fSR^t Irom 


Wait 


r 


give further ordo-s 








Search lor a fresh spring 


Soareii 


W o t e r 


Treasure hunt. Are you on a specific quest? 




ft 






Reassign 




HI 




Transfer any cargo between ship 


i 






AH 
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ever-churning sea. Climbing up into 




'-j I- i it as 


a E 


the rigging, they set 


l he 


nor lor the weak of heart. 

lure of sailing into 




the ship swung them 


topgallants as 


ilio deck. 


from side to side fur above 


their 


ra vc 


wind; the 
into the 


bttunate enough 


When 


ship pounded its bow deep 


with captains who could 


> 


to join up 


spring forth ac 


navigate them tow 


wy,vt>: to 
Waves eras 


e seas 

■d with i.;: : i c ':i blow, spray- 


. 


I 


I 


I" 1 


mg the dauntless crewmen. 


3 


■ 


at 


valiant pur 


w 


ill of the Thunderous seas 


down to the 

wharf they eagerly studied the 

a in’s licet. Was it headed lor the 


their port. Swaggering 


wore off as the ships exiled familiar 
waters. Dread of the unknown passed 


wT 


vast & open sea? What kind of guns 


over the ship 


little comforts they were 
allowed. Never mind dry clothes Or a 


fo r 


Were ihe sails weathered 


. 




were 
enough for 


easy handling 


All ihcse 


■ 1 


■ 


basin of clean bath water. Those 


questions Figured into 


were 


when surrounded fo 




a head. 


I 


ess supply of salt 


water. AEid, 


an endI 


Once Ehe fleet set sail, ihe crewmen 


than 


food ratio oh 


grew 


■■ 


an 


e 


1 


THE AGOF EXHAJK A i ION 


.W 


































promised at the sum. of th c 


became more 


prevalent Spain 


a n < L 


Day 1 0 day (he sailors 


were led 


oil Lhe scene. 


En Portugal- 


Prince 


11 c nr v t H e 


tl. 


a i 


l hey were id I O wed a ralioP of beans or 

peas, or peril ap 


Navigator (1394-3460) helped finance 


ambitious captains, although he him- 
self never navigated a journey. Sailors 


cook deprived 


a bit ol' 


water for the pot. ,■ 


no b I c fleets 


wc. l rc anxious to join 


sist for some time on this kind of dim. 


which sailed 


kr Ehc King's flag. 


but with difficulties. Lack of variety i 


bey would be handsome 


ly rewarded 


: r. 


i they returned with proof ofl and mgs 


in foreign lands. 


y, anti violent seasickness 


E)e.spsie fear of the unknown, the 


sc u rv 


Despite these hards 


hips, the sea- 


i many 

venture into uncharied 
waters. Rumor had it that Premier Jobu 


ng life was glorious 


with a 


a 


up 


determined captain. J'hc coastal sea 
lanes 


ruled over 72 states of a land devoted 


L u rope 


well- 


to Christianity 


Many men sailed oui 


were 
. l or a while 


versed by merchants 


of the church to 


O' ur- 
the Mediterranean 
us trade by sea 


kgy) ct 


rouies. 


ever 
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■■ 


All* 
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■ 
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8H3S 


:ls 
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■ 


12 
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I 
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IV 




l. 
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■ 
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hi effect, the legend of Prcster John 

of distanl lands. 

Ikrlholomeii sailed 

southward from Europe to battle the 

treacherous seas off the west coast of 
Africa. Long into the voyage, all food 

went bad and [he water supply was 
deplete. After sailing for many days 
without provisions they finally landed 
at the southern most tip of Africa, 
naming their landing point the Cape 
of Good Hope, 

More celebrated are the voyages of 

Christopher Cuhnnhus and Vasco da 

Gama- 

known discovery of a vast land to the 
west, which he claimed was India, was 

gating victories 

yet. Amerigo Vespucci later renamed 
his discovery as the Americas- Then 
in 1497, Vasco da Gama returned lo 


Portugal with spites and dyes, proving 
he had landed and ifaded in India, 
Having navigated the path to the cast, 
he opened up a new trade route for 
Europe, 

Under the command of any of these 
valiant captains, sailors were sure to 
reap riches and fame by the end of a 
tiresome voyage. Prompted by their 
desire for a more luxurious life, sailing 
merchants strove to open qnicker and 


led to the discovery 


■■ ? 


cheaper trade routes. Their competi- 

werc the inspiration 


live adventures 


behind trade oti the high 


s t.: a s „ 


Columbus' 


well- 


one of the greatest navi 
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TRADING GOODS FROM DISTANT LANDS 
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I I 


da Gama opened up a trade 


■ 
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pi 




■ 
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■ to preserve meats and 
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30 fcet taEI in the cli- 
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an 
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An Indian sptoei Pep- 
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El 
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nutmeg tree. S n 
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to Europe from the 
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Pimento 

Type of red pepper 
found in she iropietil 
zone of the Amerie&Sr . 

First introduced to 
Europe by Columbus, 

it gradually spread 

eastward with trade. 


Clove 

Dried flower buds 
valued for their sweet 
flavor and aroma. 
Clove existed as a 
main medium of trade 
for many years. 
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90-DAY LIMITED WARRANTY 


Koei Corporation warrants lo the 
original tonsomcr purchaser that this; 
Nintendo Game Pak (PAK) shall be 

in material and 
workmanship for y period of 90 days 
from 

covered by this warranty occurs dur¬ 
ing this 90-day warranty period, Koei 
will repair or replace the PAK 3 at ei:v 
option, free of charge. 

To receive this warranty service: 

1. DO NOT return your defective 
Game l p ak to retailer. 

2 . Notify Koei Co i p. of the problem 
requiring warranty service by calling 
our Technical Support Dept, at (415) 
343-0500. between the hours of 0:00 
i\.M r to 5:00 P.tVt. Pacific Standard 
Time, Monday Through Friday. 


3, If the Koei Service Representative is 
unable to solve the problem by phone, 
you will be provided with a Return 
Authorization number. Simply record 
this number on ihe outside packaging 
of your defective P AK,. enclose your 
rsame, address and phone number, and 

return your PAK H FREIGHT PRE¬ 
PAID AND INSURED FOR .1 .OSS 
OR DAMAGE, together 
sales slip ai similar proof-of-purchase 
[IJPC code) within the 90-day war¬ 
ranty jieriod to i 

Koei Corporation 

One: Hay Pla/ii, Suite 540 

1350 Bayshore Hwy. 
Burlingame, CA 9411U). 

This warranty shall not apply if the 
1 1 A k has been damaged by negh- 


Ife t from delee is 


If a defect 


wish yOCr 
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I 


! LL 


■ 


to defective materials 


. 


number. Record this number on the 


■- 


i 


■ 


packaging of defective PAK 


or 


B . 


and return the merchandise. 


EH 


Repairs,-Service After Expiration 
of Warranty 


HT E* R EI 


:■ 


J 


to 


Koei, and 


enclose a check or money 


s a 


■ warranty 


wg service LLH 

. you may 

Support Dept, at the phone 
number noted above. Ei' the Koei Ser- 




I 5 


: a 






tilc c a s.r quoted to you. If after per- 


t* 




■■ 
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I t 


alive determines 
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cannot be repaired, it will be returned 
Lind your payment refunded. 
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WARRANTY LIMITATIONS 
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M F R- 
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, so the above limitations 

ip]y to you. 
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or esc 


may not 
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"cs you spec:isic 
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rights which vary from state to stale. 
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- 


1 


ARE SUB- 
T TO THE CONDITIONS SET 
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states do not allow I imitations 


im how 
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COMPLIANCE WITH FCC REGULATIONS 


fry turning the equipment 
ofF and on, the user is encouraged to 
try to correct the interference by 
or more of the fo!towing measure*: 

bin term a 

-Reorient the NEK with respect to the 


bun.] u$e£ 


I ■ 


I 


mi 


radio frequency energy and if not in 


and used properly, th;it i$, i 


m 


■ 


? 


■ 


I 


"1 


nt the receiving 




Uirei s in si ructions, may Cbiuse s 
ence to radio and television reception. 

* been type tested ami 


■ 


E: 


to 


■ 


I 


a 


com ply 


with the limits for a (lass. 1$ 


-Move the NES away from the receiver 


computing device in 


-1*1 ug the NHS into a different outlet 


LlflCC 




■ 


■ 


I of Part 


ions m ’ 

i5 of FCC Rules, which are designed 
to provide reason a 
against &uch interference in a rcsidcit- 




are on 

necessary, the user should consult 
the dealer or an 


■ 




is ion technician for additional 
suggestions. The user may 


■ 




However* there is no guarantee that 
interference will not occur in a partic¬ 
ular in stall at i on 


11 nd the 


by Fed- 


■i 


■ 
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i O rl 


E 


interference to radio or 


ieh Can be 


Rwdid-TV 1 nt uv feTtncc Prrtlpiems. 
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You Make The 




KO E I, We 






an noTc Hines 


nneienc c h i nn 


7W. 


Join History's- Greatest Band oF Oullaws 

Qm -Q has aeised authority gI angient China 
A=. a Bandit King, help <t£lend Gao Q'tu and 
t frStOfe the glory of days pasL Ally. corqLrar 
and celebrate! But slay alert. .. 

Will be yicteimrs? You or Gao Qiu? 


Conguoyty u-1 Love a nd War 
Aa Ricf^ard the Lion Hearted, the Shogun cr even 
Ihe great Khan himself, sar.-e 3 path of corsgeje&t 
Itirough Asia and Europe. With everything Ircwn 
lighting! duets to rading towns, Geivgha Khan takes 

strategy gainos to a n*v.-1 e-ud nf s0#*$ticali0n. 


/ 
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Control Ancient China 

The Second Han Dynasty is crumbling [ As one of 360 generals, you are deter 
mined to beat your enemies as you struggle for control of the country. 
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Return to a World of Loyalty & Honor 

As a 16th century warlord, you If embark on an epic quest to unify Japarh Vying 
for power and territory, you'll command vast armies gf samurai warriors,' defend 
yourself against ninja assasins, lay siege against mighty fortresses, negotiate 
alliances and confront your enemies in deadly combat! 
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Relive the History, 

After the French Revolution, a men of 

great ambition emerged. His name was 
Napoleon Bonaparte. Live the life of 

Napoleon as he hses to power, starting 

out as a me*e commander and 
eventually earning respect as Emperor, 
Organize your troops and lead them 
into battles against the super powers 
& of the era. Napoleon was a hero of great 
A ambition and dEstinction., Can you ive 
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35 up to has reputation ? 
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